Discount Potions 


Items for disreputable apothecaries. 


Content Warning: Contains implicit drug and alcohol themes. Please be conscious of 
your players’ comfort with these topics when playing. This can be aided by the use of 
safety tools such as Lines & Veils or Stop/Pause/Play cards. 
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Contributions by Leigh Legler. 


GUILD 


We 


DUNGEONS & DRAGONS, D&D, Wizards of the Coast, Forgotten Realms, the dragon ampersand, Player's Handbook, Monster Manual, Dungeon Master's Guide, D&D Adventurers League, 
all other Wizards of the Coast product names, and their respective logos are trademarks of Wizards of the Coast in the USA and other countries. All characters and their distinctive 
likenesses are property of Wizards of the Coast. This material is protected under the copyright laws of the United States of America. Any reproduction or unauthorized use of the material 
or artwork contained herein is prohibited without the express written permission of Wizards of the Coast. 


©2016 Wizards of the Coast LLC, PO Box 707, Renton, WA 98057-0707, USA. Manufactured by Hasbro SA, Rue Emile-Boéchat 31, 2800 Delémont, CH. Represented by Hasbro Europe, 4 The 
Square, Stockley Park, Uxbridge, Middlesex, UB11 1ET, UK. 


Not for resale. Permission granted to print or photocopy this document for personal use only. “Discount Potions” by Katie Nyborg 
1 


Discount Potions 


‘TIl give ya’ a sampler of... It’s called my ‘hair of the 
dog’ potion. It won't attract dogs, as much as it will 
just get you reeeeeal f*cked up.” 


— Robbie, The Adventure Zone 


For the Hero on a Budget 


Potions are an invaluable part of any adventurer’s 
arsenal, but they can be expensive and hard to 
acquire—especially when your party is still taking 
small-time jobs and struggling to make rent at the 
local inn. Wouldn’t it be great if you could get 
some of that bottled magic without having to pay 
an arm and a leg for it? 

Well, who is to say there aren't a few dodgy 
apothecarists, novice chemists, or experimenting 
wizards willing to part with their creations ata 
lower price? Sure, these brews may not be as 
reliable or effective... But you know what they say, 
something is better than nothing! 

Whether these magic items are being offered in a 
scummy back-alley shop, left on the clearance 
shelf of an apothecary, or discovered in a noble’s 
secret stash, they are a testament to the phrase, 
“You get what you paid for.” 


Tips for Implementation 


These items were designed more for humor and 
set-dressing than actual strategic implementation, 
but they can still give low-level PCs a taste of fun, 
higher-level effects so long as they are willing to 
pay the price. 

These items are recommended for a level 1-3 
party, before they have accrued enough money or 
power to purchase better (and less dangerous) 
alternatives. These items will also be more viable 
in campaigns where loot and magical items are 
generally scarce. 


Not for resale. Permission granted to print or photocopy this document for personal use only. 


Potion of Healing, Expired 


Potion, common 


Weight: 0.5 lbs 
Suggested Price: 15 gp 


Huh, who knew that these things could go bad? 
This red potion has lost the glimmer of its fresher 
counterparts, but people say that the “best by” date 
is more of a suggestion than a deadline anyway. 

Drinking this potion restores 2d4-3 hit points. If 
the result of the roll is 0, no hit points are restored. 
If the result is -1, you take 1 poison damage. 


Lunar Shimmer 
Potion, common 


Weight: 0.5 lbs 
Suggested Price: 10 gp 


A small jar of clear, sharp-smelling liquid. It’s hard 
to say if this is actually a “potion”, per se—it isn’t 
magical so much as it is a high-proof liquor from 
someone’s backyard distilling shed. 

When you consume this item, you gain 2d6 
temporary hit points and can’t be frightened. You 
also have disadvantage on all skill checks and 
saving throws, and you can’t move or dash more 
than 10 feet at a time in the same direction. 

The effects of this potion last for 1 hour, after 
which you must make a DC 15 Constitution saving 
throw or you become poisoned for 1d4 hours. 
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Gold Dragon Tonic 


Potion, common 


Weight: 0.5 lbs 
Suggested Price: 50 gp 


This vial contains a clear liquid with an 
unfortunate yellow tint. It smells mostly of citrus, 
with underlying notes of shoe polish. It is usually 
advertised as “an experience,” whatever that 
means. 

When you drink this potion, you gain the effect 
of the clairvoyance spell for 10 minutes (no 
concentration required). However, your perception 
within the spell is distorted and unreliable. Pick 
two of the following three effects: 


e You remember two details about what you 
see or hear: one is true and one is false. 
You are convinced that both are equally 
true. 

e Your vision of the location is abstracted to 
the point where creatures are represented 
through vague symbols, and sounds are 
perceived as colors or strange metaphors. 

e You become fixated on meaningless details 
in the area of clairvoyance, and have -5 to 
all Intelligence (Investigation), Wisdom 
(Insight), and Wisdom (Perception) checks 
made while the effect is active. 
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Potion of Turbulence 
Potion, common 


Weight: 0.5 lbs 
Suggested Price: 100 gp 


A bottle of pale blue liquid with streaks of silver 
that never quite settle. Drinking this potion fills 
your mind with a similarly unsettled chaos, so 
consume at your own risk. 

When you drink this potion, you gain a +3 to 
attack and damage rolls for 1 minute. You act as if 
you are under the confusion spell for the duration, 
aside from needing to make a DC 25 Wisdom 
saving throw to attempt to end the effects of 
contusion early. 


Philter of Chill 


Potion, common 


Weight: 0.5 lbs 
Suggested Price: 20 gp 


This thin solution ranges in color from pink to 
purple. Drinking it causes you to feel such a 
profound calmness that you almost don’t notice 
the potion’s awful, acrid aftertaste. 

Once consumed, you are affected for 10 minutes. 
During this time, you can’t be charmed or 
frightened, and you roll with advantage on 
Wisdom saving throws. 

Additionally, your speed is halved, you takea -2 
penalty to AC, you can’t use reactions, and you 
have disadvantage on Dexterity saving throws. 
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Vial of Naptime 


Potion, common 


Weight: 0.5 lbs 
Suggested Price: 90 gp 


A small bottle of translucent amber liquid. It has 
a sharp smell that causes your eyes to water. 
While popular, this potion is also a quick way to 
seriously mess up your sleep schedule. 

At the beginning of a short rest, you may choose 
to drink this potion right before taking a nap. Once 
asleep, you are considered Unconscious. 

After 1 hour of uninterrupted sleep in this 
manner, you finish the short rest and gain benefits 
as if you had taken a long rest instead. However, a 
lingering grogginess causes you to have 
disadvantage on all Intelligence and Wisdom skill 
checks until you complete a standard long rest. 

If something happens that would normally end 
your sleep early (you take damage, or if someone 
uses an Action to shake or slap you awake), you 
must make a DC13 Wisdom saving throw to regain 
consciousness. On a failure, you remain asleep, but 
may attempt this roll again on your next turn to 
try and force yourself awake. 

If your sleep is interrupted before 1 hour has 
passed, you only gain the benefits of a short rest, 
and still have disadvantage on Intelligence and 
Wisdom skill checks until you complete a standard 
long rest. The same is true if you drink this potion 
but choose not to sleep, or are otherwise prevented 
from sleeping. 

You can only benefit from the effects of this 
potion once per standard long rest. 
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The Poor Man’s Haste 


Potion, common 


Weight: 0.5 lbs 
Suggested Price: 150 gp 


This bottle contains an opaque black liquid. The 
mixture is unpleasantly thick, but doesn’t have 
much flavor. The Royal Fencing Association has 
banned the use of this potion in tournaments--not 
because it gave competitors an unfair advantage, 
but because those competitors kept falling asleep 
during their own acceptance speeches. 

When you drink this potion, you gain the effect 
of the haste spell for 30 seconds (no concentration 
required). When the spell ends, you automatically 
gain 2 levels of exhaustion in addition to the usual 
aftereffect of the haste spell. 


Did you enjoy these items? Follow me on Twitter 
(@katienyborg) for more of my homebrew projects! 
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